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INTRODUCTION 

APSHAIS LEGACY 

"You a destiny to FulfillT', Ihfi unseen voice whispered litmi out of the darkness, 

My teeth diatlCfCcl, my body shook Iei Lfie Flickering firelight I could barely see the out¬ 
stretched daw and bony finger, pointing directly at me. By Geb's beard, was I scared! 

It happened! so fast. Suddenly. just a* dusk this evening, those four hu^e brutes 
pounded un our cottage door, Their leader demanded my name. When l answered, he 
commanded. ‘Come, Herl is wants to see you — NOW!" 

Before I 00*1 Id step back or say anyihang, the other ihrea had grabbed me and wtiu 
dragging me out the door. Behind me. my widowed mother gasped then cried: 

“Oh - NO. Tl lEY'VE ] TN.AJ.LY COME!" 

I looked back, as I was rudely thrust on the back of a gigantic stallion. My poor mother 
Slood In IIlC doorway, ht.r dear lace wet with tears, her right hand reacblrK) out— as if her 
hand could somehow Stop litem from Liking ywiry her only rhiM. 

There was a slap on my mount's flank. The beast leaped forward. I clung to the stall ion's 
rniiue for my dear life, Away we galloped, into the twtSght, We node hour after hour, down 
strange roads and through dark forests. Finally, we rushed up a mountain trail and 
stopped To our right a dim light glowed from iho rocks. I was pulled off tin; horse. 

"Go youngster, MerJis wails for you mside the cave." 

l-righiened and trembling. new l stood In the center or a huge carom. Behind roe three 
ugly witches, shrouded in. black cackled and danced aimmd a giant cauldron, bubbling 
eyi'< a weird fin- Lying «m anirrml wkliv>. in imrit oF me. wo*« very p'd man. in roughspun 
priest's iotas. 

Tl 1 e ixjfjHj'hood hid tils faco, ] Coukl oiiJ^, sec two glowing embeis WlWftJ Ins eyes 
should be. His extended right arm shook, as if being held up with great dforl. 

YbungsLcl. know ye of die dosusler on out laird... I row our Crops wither... our flocks 
dwindle our cities a re dying?' 

i nodded. 

“Know ye how i; is written, that only when we rediscover and reclaim ;he mighty Temple 
of Apshai will our people once again prosper?" 

1 nodded again. 

He continued, "Many. many ot our bravest have entered the dungeons to search far our 
lost treasure...to destroy the evil monsters that now inhabit the mazes...to disarm the 
perilous traps hidden along ihe passages...' 

His arm shook even more violently, 'But sadly, .all ton sadly. none of sham have ever 
returned." 

I le loused tfl let me Absorb h : s words then continued And do ye know lhar it S', also 
written, Lhal only the blood of Apshai s greatest warrior wilt ever be able to reclaim the 
Temple of Apshai - and ijn1 ihe purse riff nur Innd?' 

I knew who the old man meant. Often my companions and 1 had discussed his fabled 
usplalisi, 

"Has your mother ewer told you, "he suddenly challenged. thEil you are the tripling 
sprouted From his msvJ. planted ewer one h,c are anti eight seasons ugo?" 

"MF7‘ 

DurnfricnindedJ staggered backwards. 

“AND VOU—ONLY YOU CAN SAW! GS. BY FINDING A SAFE WAY THROUGH THE 
EIGHT LEVELS, MORE THAN A HUNDRED DUNGEONS AND SEVEN 1HCX1SAND 
ROQAtS-. TOONCF AGAIN OPFN THE GATES OF APSHAI I" 

ME, THE DIRECT BLOOD KIN OF APSHAI'b GREATEST WSRRIOR? Hard to fx'liuve? 
'Til new- 1 had only daydreamed of heroics 

Pickup tho$e we^jxins,'' Mollis said, pointing at die cave floor in front ol me- " 'urn 
around, anti ijn tkciTly Eai*l one league, There you will find the pil. Climb down until you 
discover the entrance to the First level. 

If you iLltvivc, you Will find, along the way. oven mure puwoiful matjiu weapunblo aid 
your quest." 



The old man gave a long, tired mian, fell b«k and sakl no more, I glanced around the 
cave. 1 he witches head vanished. Turning back to Merlis, I watched in horror ns hb cadaver 
□rtcl r.-lnthes slowly crumbled into dusl- 

"Pick up those weapons, something whispered in my mind, I stooped doum and 
picked up a worn leather mmnw tunic and a Hhort dagger. Tile dagger sM-mp-ritn emit 
Bn enchanted sparkle, even though Hie light in ihe cave- weis so dim that I could barely 
sire the daggers handle. 

'If you survive, you will find, along the way, even more powerful magic weapons to aid 
your quest." 

Onop- again, I looked slowly around-,, then. I look a deep breath, turned around) Sind 
walked out into Ihe morning sunlight. 


OBJECTIVE 


GATE WAV TO AFSHAl is a one-player action-adventure, Vbti, the heir of Apshal’s 
greatest warrior, are trying Ur find and reclaim a safe passageway through an under¬ 
ground labyrinth to the laNud. losl Temple of Apshal. 

Vbur objective is to successlully complete till eight levels, scoring as many points 
as you can. Ifau complete each level by moving your figure ori ll»r screen with your 
control sLick, through a dungeon maze, fighting off monsters arid avoiding traps, 
while picking uj> treasures in order to score points* 

At tlte siare of the game, you have b lives (o complete the genre. Vbu have approx¬ 
imately sis and one-half minute's rime to explore as much of each level as you can. 
After six and one-half minutes, you are automatically teleported to die start of the 
next deeper level. 



GETTING 


* Sul up your ColecoVision’" or Adam T * Computer System as shown in the 
Owner's Manual. 

• Plug the CAf l WAY TO APSHAP cartridge min the -rartTidge slot of your system. 

• (ise Ihe Keypad controller in Port " 1. Turn 0 s - the computer and press the 
RESET BCITI ON 

* Always remember to turn (he power switch OFF before inserting or removing 
your cartridge. 

How. you will see the GATEWAY TO APSHAP Title Screen. Press either side button 
lo proceed lo the next scram arid get ready io tight ihr unknown! 


STARTING PLAY 


Welcome lo the realms of the Gateway lo Apshai. The game is p fayed using your 
control slick eiclver side button, and the ten keypad buttons. Ybu mow on the screen 
by pushing youi control stick in the direction you wish lo go. The keypad billions, 
supply various options and are selected by either side bulton. 


Ac the start of Ihe game, the computer prompts you through two information screens. 



This is your STATES SCREEN. Sour 
health is the sum oF your three charac- 
tfr lisitifS.: StrCriylh, ag;lity, and luck, 
During ihe course of play, the computer 
may award Bonus Points Lo your strength, 
agility, or luck: and in turn, the same 
numtMf of rxjlnts will h« added to your 
health. 


If a monster or trap wounds you. then 
points will bededucled from your health, 
taut not from your characteristics. If your 
health falls to ?.#ro. you lose your current 
life, If you lose 5 lives, the game is over. 


This is your WEAPON SCREEN- The 
equipment listed are Ihe weapons. and 
armor you have in your hands at any 
given time, livudy to use. When you sUui 
th$ game, you are equipped wth only a. 
dagger and leather armor. It is essential 
to your survival that, on each level, you 
seek out and pick up all the more power 
Fu! weapons and ?rmnr you can Ybuwill 
need them to survive the even greater 
dangers you will encounter on Ihe next 
level down. 


Al the slurtol the game, and each time 
yen travel from level to level, you will he 
asked to choose which d ihe 99 dungeons you wish to enter on thal level. Each of 
the 6 levels of the OATEWAY TO APSHAf has 99 dungeons. Each dungeon has 
approximately 1 60 rooms, for a total of over 40.000 different rooms for you to explore. 
Each of the 792. dungeons has a different floor plan. Be especially tskirt when you 
enter a new dungeon. The inhabitants and objects will not be where you might 
expect them. 


SCORE: 0013M-5 LEVEL: 1 TlME : 7 2 
YOtlH CHARACTERISTICS 


STRENGTHr 3 

AGILITY: 3 

LUCK: 3 

HEALTH; 9 

3JVFS; S 


PUSH button to an on 

\ _> 

STATUS SCREEN 

f —- 

YOUR EQUIPMENT IS: 

DAQtiER 

LEATHER .ARMOR 

SELECT A DUNGEON 

k___ 

WEAPON SCREEN 


Choose your dungeon by pushing yOLu control slick one push forward al a lime. 
The screen will cycle through the numbers I '99. (To backup, pull down on your 
control stick:.) When you have decided which dungeon to enter, press elmer side 
button, and you will uutomiifti rally Ihh transported to the dungeon entmnrp mom 
The adjoining rooms wljj be invisible. Displayed across the top of the.screen will be 
your currenl score, the level you are on, and Ihe lime you have remaining to explore 
thal level, which counis down as you play, ihe bottom of ihe screen will start Wank. 
buL will contain n ifui nration Liter used in play. 




GAME PLAY 

You are new ready Id- begin pky. Move 
your control stick lo start the flame. Pick 
up treasures, weapons, spells, and other 
items by moving your warrior directly aver 
litcilem. The item you have picked up will 
be Inietly listed on the bolto-m ot the gamo 
screen before being stored in your 
mag Leal "bag". 

As you pick up various spells, healing 
aids, unci osliur iFtnibli' Iturriis, ihust Hems 
will appear on your Supplies Screen. This 
screen always lists what you are presently 
carrying in your “bag", (Note that trea¬ 
sures do not appear on your Supplies 
Screen,} 

HOW TO USE THE 
BUTTONS 

during play you will continually use the numbered buttons (0-9! on ihe keypad 
controller. At the start ol the game, the information suction on the bottom of the 
game screen is blank. When you press a numbered keypad button, you will be 
offered a choice ol either dpiicut or iritoimalinn, When your choice is shown, press 
eiiher side button to proceed. 
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HEjH li: As you move swiftly through each dungeon's hidden mazes and dan¬ 
gerous passageways, you'll always rrepo in he alert and ready to do luaitkr with 
any nasty creel we that ntay Suddenly attack you. In order to tight with your 
dagger or sword, "FKjHI" must appear on iht; bottom of the game moreen. 

Anytfrncyou press atiy of the utinri numbered Keys, foi any reason, you must 
press KEY J agarn in order to use your weapons. Otherwise, you will be unarm¬ 
ed |1 you hatf-p irtui' than one weapon on your Weapon Screen, you must use 
KEY 1 to choose between weapons. If "FIGHT'' is listed, then you may swing 
your dagger or sword, lb select your bow arid arrows, press KEY 3 a second 
l ime, if you have magic arrow’s, press KEY i a third limy Id select this weapon. 
To Utilize arty weapon, press either side button tor each arrow shot or swing of 
the sword, He certain you are facing In lb« rig tit direction! Move away from the 
monster and then use your weapon as you walk toward it. The screen will flash 
led oi yreen depending chi who struck a hit, Rod, when the monster struck you, 
and green when you've struck the monster. Various monsters take repeated hits 
to destroy. 

SELECT ITEM: When you press this key. it will display all Items you (we picked 
up (one at a time) on the bottom of the screen except for treasures. The items 
are Supplies held In your magical "bag" which are shown on your Supplies 
Screen. When you begin piny,your"bag' (Supplies List) is empty and KEY 2 
will not function until you pick up a usable item. 

SPELLS To use any spell you have picked up, press KEY 2 until the spell 
you wish lo use appears on the bottom of the screen. I hen press either side 
button and the spdl will immediately be used up. Once used, it will no longer 
appear on your Supplies Screen. Therefore, only use them when needed! 

WEAPONS Tb us*? any weapon pic ked up. you m usi take it out of your " bag" 
in order to u«ve it. To do this you press. KFY 2 until the weapon you Wbrtl is 
sho^m on the bottom cJ the screen, then press either side button. The 
weapon will disappear Jrom the bottom of the screen It will tlwn appeal un 
ihe Weapon Screen and can be used at any time. Depending on the type of 
weapon, ii will be added lo ibe list (such as bows and arrows) or replace 
previous items (i.e. Ch5<n armor will replace yotir leather armor), Such 
weapons will be used in combat when you are in the Fight Mode, attained by 
pressing KEY I , 

DROP ITEM; To drop un item from your "bag", press KFY 3, ihen press 
either side button. Vbur Supplies Screen-will appear with a prompt $ the 
bottom Pull your control stick buck until the arrow points* lo the item you wish 
to discard, then press sitter side button. If you do not wish to discard an item, 
pull your control slick back unhl the arrow disappears, and then press your side 
button. This will return you into the dungeon Note: You must have supplies 
shown on your Supplies Screen In ordet to drop an item 

KEYS: You always have the key in your hand to each closed, visible door in 
the dungeon, ready to rjsc. These doors arc shown as cIess(k‘s within the wall 
To open a dosed, visible door, position your character directly in front of and 
lacing the door, Press KI'Y 4, then press either side button and the door 
will open. 


SEARCI BPE.LL: Ihls action choice allows you to search a room for secret 
doors. To use jour "SEARCH SPELL’. press KEY 5 , ihcn press either side 
button, A door will appear If (here was one hidden; if there is, none, nothing 
will occur, 

L Ot’AT] IK AH I ' . . J "I ■ :i I I "R-i: r 11 M-,!ls invisible |r,if>s moM ofhm found 
under treasure chests. When you run into & trap, the type uF trap will appear on 
the bottom oi the game screen and pujuLs may Ehi subtracted horn your health, 
ill is up to you lo feideto gel a treasure or to avoid it completely when you are 
low on health. Tho locaiion rd .3 irap may be revealed by pressing KEY 6. then 
press either side button. Only one trap will be nyveuled at a timer. 

CHECK STATUS: Brings up (he Status Screen. Press either sick’ buitpn lo 
return into the dungeon, 

CHECK SUPPLIES: Hrings up the Supplies Screen Press either side button to 
return Into the dungeon. 

CHECK WEAPONS; Brings up tine Weapon Screen. Press either side button 
10 relurn into the dungeon, 

NEXT LEVEL: To go to the next level, press KEY 0, then either side button. A 
prompt' P-tiSH \ O COM IR^V will appear. If you wish to continue to the nest 
level, press either side button again. It you do not wish to go cxn to the next 
level, press any numbered key. 

SCORING 

You score points by picking up treasures. The types of treasures are: necklace*, 
cheats, coffers, chalices, sceptres, crowns, and plaques- The number oF points you 
score is determined proportionally by ^hat material the treasure is made out of. 
multiplied by die cLumber iif the level where you found the treasure. 

For example: if you found a gold crown on Level Si* and gold treasure* have a 
basic poinl valyecf 1QQ, then 600 points would be added to your score, 

(1O0 .* 6=600} 

BASIC POINT VALUES OF MATERIALS 

Lead - 0 Points Silver = 50 Points 

Iron" 10 Poirils Gold - LOO Poinls 

Rrorvc - 25 Pom is Jeweled = 1000 Points 
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You pick up treasures, or any other object, by moving your Figure diredly over the 
item. A* sour os you pick the treasure up, Us name is briefly Listed, arid the point* 
are automatically adeed to your current score Remember; the more treasures you 
pick up, the more bonus point* may bo awarded 10 your strength, agility, luck and 
health, 


PLAYING AGAIN 


lo pitry GATEWAY TO APSI tAJ apin, simply preis the RESET button and a new 
Will l>* W|ir- Snr:n. yn,. wil find yim.-sHr i J the enfr.i-n , to Ku- J n,;.vin von 
chose, on Level One. 


HELPFUL HINTS 


a mapd each dungeon s maze the first couple of limes that you play. Write on 
the map the locutions of objects. monsters, and (raps. Thus, you’ll find wh»t you 
need luster, and avoid dangers in subsequent games, 

L MONSTfcRS & TRAPS: When you meet a monster you have one of two choices; 
either to tun awtsy from ii ui Tuyl us you can. nr fight. II yuu fight, be sure and 
check your health after the battle. When you're wounded, points are deducted 
from youi health. JI thsy fall to zero; you will die, 

Health points arc also deducied utfien you arc caught by many of the traps: 
although some, such as the Freeze or Teleport traps have different results. 

2, WEAPONS, MAGIC & HEALING POTIONS: A weapon's power will be 
suggested by its name, as will a spell's power. Other magic, such m Ihe Luck 
Charm and the Agility Amulet, wij| add points io your Juck and agifity. respectively. 
When your health palnl .5 f^iII low. use 1 healing salve or potion, in order to restore 
your health. 

3. TREASURES: f t n n deeper 3he .level where you find treasure, the more poirtrs it 
will score for you. And. the more valuable the treasure, ihe greater the risk 
However, build up your characteristic [with bonus points) early in the game 
to survive, 

Good Juck in your quesU ! 
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